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CODING CLUB - ACTIVITY PLAN 

To implement the horizontal priority
DIGITAL TRANSFORMATION

(March 2025-Sept.2026)

	This Coding Club is a dynamic and creative space where pupils aged 14-16 are going to explore programming, digital design, and emerging technologies through hands-on activities and collaborative projects. Participants will learn to create animations, interactive stories, AI-powered applications, and 3D models, fostering innovation, teamwork, and critical thinking in a fun and engaging environment.





DURATION: MARCH 2025/2026 (12 months)- MONTHLY ACTIVITIES
TARGET GROUP: pupils 14-16 years old from partnership organisations and beyond (approx. 2000 pupils)
AIM
To foster creativity and critical thinking among pupils aged 14-16 through hands-on experience with coding, design, and emerging technologies based on the group mobility of school pupils Romania. 
OBJECTIVES
1) To develop by 20% pupils’ skills in programming, digital design, and AI through engaging activities and collaborative projects; 
2) To inspire innovative thinking by integrating design thinking principles and 3D modeling into practical, creative coding experiences.
	METHODOLOGY
	EVALUATION

	· project-based learning
· collaborative workshops
· design thinking sessions
· hands-on activities with tools like Scratch, Mblock, and Tinkercad
	· continuous and formative, based on pupils’ engagement
· the quality of their projects 
· teamwork 
· pupils’ ability to apply concepts learned during activities
· reflective discussions 
· peer reviews



	ASSESSMENT AND EVALUATION TOOLS
	CRITERIA TO MEASURE SUCCES

	· project rubrics to assess creativity, technical skills, and teamwork; 
· peer reviews for feedback on collaboration
· self-assessment questionnaires to reflect on individual learning
· observation checklists during activities
· final project presentations to evaluate overall understanding and application of skills.

	· pupil’s active participation and engagement completion of assigned projects demonstrating creativity and technical skills
· effective collaboration and teamwork
· positive peer and self-assessment feedback
· ability to apply learned concepts to solve problems and develop new ideas
· pupil’s improvement in coding skills 
· growing confidence in using tools like Scratch, Mblock, and Tinkercad.




Evaluation Grid for the Coding Club:
	Criteria
	Excellent (4)
	Good (3)
	Satisfactory (2)
	Needs Improvement (1)
	Score

	Participation & Engagement
	Actively participates and encourages others
	Participates regularly, some encouragement
	Participates occasionally
	Rarely participates
	

	Project Completion
	Completes all projects with creativity and accuracy
	Completes most projects with good quality
	Completes some projects, needs improvement
	Incomplete or missing projects
	

	Collaboration & Teamwork
	Works very well with others, shares ideas
	Works well, contributes to team
	Sometimes works well, limited contribution
	Struggles to work with others
	

	Application of Skills
	Demonstrates strong understanding and application
	Good understanding, applies skills well
	Basic understanding, limited application
	Little understanding or application
	

	Creativity & Innovation
	Shows high creativity and innovation
	Shows creativity, some innovative ideas
	Some creativity, limited innovation
	Lacks creativity or originality
	


Total Score: ____ / 20
SCORING LEVELS:
A. 16-20 (Excellent): Outstanding performance across all criteria, demonstrating strong skills and active participation.
B. 11-15 (Good): Solid performance with some areas for improvement, showing good engagement and skill application.
C. 6-10 (Satisfactory): Moderate performance, meeting basic expectations but needing development in key areas.
D. 1-5 (Needs Improvement): Performance below expectations, requiring significant improvement in participation and skills.


ACTIVITY PLAN
· March 2025- Teachers’ meeting
· April 2025- Pupils’ registration

	Month
	Activities
	Aim
	Materials
	Web Tools
	Tangible Results
	Intangible Results

	05-06
2025
	Introduction to Scratch & Design Thinking
	Develop basic coding and creative problem-solving skills
	Computers, Scratch software
	Scratch online platform
	Simple animations, interactive stories
	Creativity, critical thinking, problem-solving mindset

	07.
2025
	Evaluation
	
	
	
	
	

	08-09
2025
	Mblock & AI Fundamentals
	Understand AI concepts and basic machine learning
	Computers, Mblock software
	Mblock platform, AI APIs
	Basic AI projects, simple machine learning models
	Analytical thinking, innovation, collaboration skills

	10.
2025
	Evaluation
	
	
	
	
	

	11-12
2026
	Designing 3D models with Tinkercad
	Learn 3D modeling and prototyping
	Computers, Tinkercad account
	Tinkercad online
	3D prototypes, virtual objects
	Spatial awareness, design thinking, patience

	01
2026
	Evaluation 
	
	
	
	
	

	02-03
2026
	Scratch & Design Thinking for Problem Solving
	Apply creative coding to solve real-world problems
	Computers, Scratch
	Scratch, online brainstorming tools
	Interactive storytelling projects
	Empathy, problem-solving, teamwork

	04.
2026
	Evaluation 
	
	
	
	
	

	05-06
2026
	AI in Action
Virtual World Creation
	Build simple AI-powered applications
Collaborate on creating a virtual environment or game
	Computers, Mblock, AI libraries
Computers, Tinkercad, Scratch
	Mblock, AI development platforms
Tinkercad, Scratch, collaborative tools
	AI chatbots, image recognition projects
Collaborative virtual world/game
	Logical reasoning, innovation, perseverance
Teamwork, project management, creativity

	07.2026
	Evaluation
	
	
	
	
	

	08.
2025
	Project Development & Peer Review
	Develop comprehensive projects, foster peer feedback
	Computers, project documentation tools
	Google Docs, GitHub, presentation tools
	Finalized projects, peer feedback reports
	Collaboration, self-assessment, resilience

	09
2026
	Final Projects & Preparation
	Refine projects, prepare presentations
	Computers, presentation tools
	PowerPoint, Canva, video editing tools
	Presentations, project portfolios
	Confidence, communication, project management

	10.
2026
	Showcase & Reflection
	Present projects, reflect on learning
	All previous materials, event setup
	Video recording, online sharing platforms
	Exhibition event, project documentation
	Pride, self-awareness, goal setting
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